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(54) Gaming machine with variable probability of obtaining bonus game payouts 



(57) A gaming machine includes a basic game and 
a lx)nus game. The basic game is controlled by a proc- 
essor in response to a wager amount and includes a 
plurality of different start-bonus outcomes. The bonus 
game is activated by the start-bonus outcomes which 
cause the processor to shift operation from the basic 
game to the bonus game. The bonus game is capable 
of providing a plurality of bonus payouts. In accordance 
with one feature of the gaming machine, a probability of 
winning certain ones of the bonus payouts varies in re- 
sponse to the different start-bonus outcomes that acti- 



vate the bonus game. In accordance with another fea- 
ture of the gaming machine, the bonus game includes 
a video-type display controlled by the processor and dis- 
playing a plurality of player-selectable elements, at least 
one of which represents a winning bonus game out- 
come. The player-selectable elements are successively 
selected by a player until the winning element is select- 
ed. In response to the selection of the winning element, 
the bonus game awards the player a bonus payout. The 
value of the bonus payout successively decreases in re- 
sponse to the player successively selecting the non-win- 
ning elements prior to selecting the winning element. 
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Description 

FIELD OF THE INVENTION 

[0001] The present invention relates generally to s 
gaming machines and, more particularly, to a gaming 
machine having a bonus game in which the probability 
of winning certain bonus payouts varies in response to 
different start-bonus outcomes on a basic game which 
trigger the bonus game. w 

BACKGROUND OF THE INVENTION 

[0002] Gaming machines, such as slot machines, vid- 
eo poker machines and the like, have been a comer- is 
stone of this gaming industry for several years. Gener- 
ally, the popularity of such machines with players is de- 
pendent on the likelihood (or perceived likelihood) of 
winning money at the machine and the Intrinsic enter- 
tainment value of the machine relative to other available 20 
gaming options. Where the available gaming options in- 
clude a number of competing machines and the expec- 
tatbn of winning each machine is roughly the same (or 
believed to be the same), players are most likely to be 
attracted to the most entertaining and exciting of the ma- 25 
chines. Shrewdoperatorsconsequentlystrivetoemploy 
the most entertaining and exciting machines available 
because such machines attract frequent play and hence 
increase profitability to the operator. Accordingly In the 
competitive gaming machine industry, there is a contin- 
uing need for gaming machine manufacturers to pro- 
duce new types of games, or enhancements to existing 
games, which will attract frequent play by enhancing the 
entertainment value and excitement associated with the 
game. 35 
[0003] One concept which has been successfully em- 
* ployed to enhance the entertainment value of a game is 
the concept of a "secondary" or "bonus" game which 
may be played in conjunction with a "basic" game. The 
bonus game may comprise any type of game, either 40 
similar to or completely different from the basic game, 
which is entered upon the occurrence of a selected 
event or outcome of the basic game. The bonus game 
concept is the subject of U.S. parent patent application 
serial nos. 08/835,840 ("the '840 applrcation") filed April 45 
23, 1997 and 09/140,947 (Ihe '947 application") filed 
August 27, 1998, both of which are assigned to the as- 
signee of the present application and incorporated here- 
in by reference in their entireties. The '840 and '947 ap- 
plications disclose an embodiment wherein the basic so 
game is a reel-type slot machine and the bonus game 
is a simulated reel-type slot machine implemented on a 
video-type display The bonus game is entered upon the 
appearance of a special symbol combination of start- 
bonus symbols on the reels of the slot machine in the ss 
basic game. In the bonus game of the '840 and '947 ap- 
plications, the probability of winning combinations ap- 
pearing on the reels, or the "hit rate," is much greater 
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than that of the basic game. The player is permitted to 
keep playing and accumulate winnings from the bonus 
game until a losing trial occurs. Such a bonus game pro- 
duces a significantly higher level 0I player excitement 
than the basic game because it provides a greater ex- 
pectation of winning than the basic game and is accom- 
panied with more attractive or unusual video displays 
and/or audio. 

[0004] Because the bonus game concept offers tre- 
mendous advantages in player appeal and excitement 
relative to other known games, and because such 
games are attractive to both players and operators, 
there is a continuing need to develop new features for 
bonus games to satisfy the demands of players and op- 
erators. Preferably, such new bonus game features will 
maintain, or even further enhance, the level of player 
excitement offered by bonus games heretofore known 
in the art. The present invention is directed to satisfying 
these needs. 

SUMMARY OF THE INVENTION 

[0005] A gaming machine includes a basic game and 
a bonus game. The basic game is controlled by a proc- 
essor in response to a wager amount and includes a 
plurality of different start-bonus outcomes. The bonus 
game is activated by the start-bonus outcornes which 
cause the processor to shift operatk>n from the basic 
game to the bonus game. The bonus game is capable 
of providing a plurality of bonus payouts. In accordance 
with one feature of the gaming machine, a probability of 
winning certain ones of the bonus payouts varies in re- 
sponse to the different start-bonus outcomes that acti- 
vate the bonus game. In accordance with another fea- 
ture of the gaming machine, the bonus game includes 
a video-type display controlled by the processor and dis- 
playing a plurality of player-selectable elements, at least 
one of which represents a winning bonus game out- 
come. The player-selectable elements are successively 
selected by a player until the winning element is select- 
ed. In response to the selection of the winning element, 
the bonus game awards the player a bonus payout. The 
value of the bonus payout successively decreases in re- 
sponse to the player successively selecting the non-win- 
ning elements prior to selecting the winning element. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0006] The foregoing and other advantages of the in- 
ventbn will become apparent upon reading the following 
detailed description and upon reference to the drawings 
in which: 

FIG. 1 is a simplified front view of a slot machine 
embodying the present invention; 
FIG. 2 is a block diagram of a control system suita- 
ble for operating the gaming machine in FIG. 1 ; 
FIG. 3 is a display screen capture associated with 
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a five -reel, nine- line basic game that is played on 
the gaming machine in FIG. 1 ; 
figs: 4a and 4b are a pay table for various winning 
symbol combinations that may occur in the basic 
game of the gaming machine in FIG. 1; 
FIGS. 5 through 9 are display screen captures as- 
sociated with a bonus game with mystery; 
FIG. 10 is a pay table for a primary bonus awarded 
for finding a guilty character from suspects shown 
on the display screen capture in FIGS. 5-8, where 
the number of suspects depends upon the start-bo- 
nus outcome that triggered the bonus game; and 
FIG. 11 is a multiplier table for a payout multiplier 
for finding a hiding place of the guilty character in a 
hideout shown on the display screen capture in FIG. 
9, where the number of hiding places depends upon 
the start-bonus outcome that triggered the bonus 
game. 

[0007] While the invention is susceptible to various 
modifications and alternative forms, specific embodi- 
ments have been shown by way of example in the draw- 
ings and will be described in detail herein. However, it 
should be understood that the invention is not intended 
to be limited to the particular forms disclosed. Rather, 
the invention is to cover alt modifications, equivalents, 
and alternatives falling within the spirit and scope of the 
invention as defined by the appended claims. 

DESCRIPTION OF SPECIFIC EMBODIMENTS 

[0008] Turning now to the drawings and referring ini- 
tially to FIG. 1 , there is depicted a video gaming machine 
10 that may be used to Implement a bonus game ac- 
cording to the present Invention. The gaming machine 
10 includes a video display 1 2 that may comprise a dot 
matrix, CRT, LED, LCD, electro-luminescent display or 
generally any type of video display known in the art. In 
the illustrated embodiment, the gaming machine 10 is 
an "upright" version in which the video display 12 In- 
cludes a touch screen and is oriented vertically relative 
to the player. It will be appreciated, however, that any of 
several other models of gaming machines are within the 
scope of the present invention including, for example, a 
•slant-top" version in which the video display Is slanted 
at about a thirty-degree angle toward the player, or gam- 
ing machines that include mechanical rather than video 
displays. 

[0009] In one embodiment, the gaming machine 10 is 
operable to play a game entitled WHO DUNNIT?™ hav- 
ing a mystery theme. The WHO DUNNIT?™ game fea- 
tures a basic game In the form of a slot machine with 
five simulated spinning reels (see FIG. 3) and a bonus 
game with strategy options directing game activities on 
the video display 1 2. It will be appreciated, however, that 
the gaming machine 10 may be implemented with 
games other than the WHO DUNNIT?™ game and/or 
with any of several alternative game themes. 



[0010] FIG. 2 is a block diagram of a control system 
suitable for operating the gaming machine 10. Coin/ 
credit detector 14 signals a CPU 16 when a player has 
inserted a number of coins or played a number of cred- 
5 its. Then, the CPU 16 operates to execute a game pro- 
gram which causes the video display 12 to display the 
basic game that includes simulated reels with symbols 
displayed thereon (see FIG. 3). The player may select 
the number of paylines to play and the amount to wager 
10 via touch screen input keys 17. The basic game com- 
mences in response to the player activating a switch 18 
(e.g. , by pulling a lever or pushing a button), causing the 
CPU 16 to set the reels in motion, randomly select a 
game outcome and then stop the reels to display sym- 
'5 bols corresponding to the pre-selected game outcome. 
In one embodiment, certain of the basic game outcomes 
cause the CPU 16 to enter a bonus mode causing the 
video display 12 to show a bonus game. The display 
screens associated with the WHO DUNNIT™ bonus 
game will be described In detail in relation to FIGS. 5 
through 9. 

[0011] A system memory 20 stores control software, 
operational instructions and data associated with the 
gaming machine 10. In one embodiment, the memory 
20 comprises a separate read-only memory (ROM) and 
battery-backed random-access memory (RAM). How- 
ever, it will be appreciated that the system memory 20 
may be implemented on any of several altemative types 
of memory structures or may be implemented on a sin- 
gle memory structure. A payoff mechanism 22 is oper- 
able in response to instructions from the CPU 16 to 
award a payoff of coins or credits to the player in re- 
sponse to certain winning outcomes which might occur 
in the basic game or bonus game. The payoff amounts 
corresponding to certain combinations of symbols in the 
basic game Is predetermined according to a pay table 
stored in system memory 20. The payoff amounts cor- 
responding to certain outcomes of the bonus game are 
also stored in system merTK>ry 20. 
[0012] As shown in FIG. 3, the WHO DUNNIT?™ ba- 
sic game is Implemented on the video display 12 on five 
video simulated spinning reels 30, 31 , 32, 33 and 34 
(hereinafter "reels") with nine paylines 40-48. Each of 
the paylines 40-48 extend through one symbol on each 
of the five reels 30-34. Generally, game play is initiated 
by inserting a number of coins or playing a number of 
credits, causing the CPU 16 (FIG. 2) to activate a 
number of paylines corresponding to the number of 
coins or credits played. In one embodiment, the player 
selects the number of paylines (between one and nine) 
to play by pressing a "Select Lines" key 50 on the video 
display 1 2. The player then chooses the number of coins 
or credits to bet on the selected paylines by pressing the 
"Bet Per Line" key 52. 

[001 3] After activation of the paylines, the reels 30-34 
may be set in motion by touching the "Spin Reels" key 
54 or, If the player wishes to bet the maximum amount 
per line, by using the "Max Bet Spin" key 56 on the video 
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display 1 2. AHernalively, other mechanisms such as, tor 
example, a lever or push button may be used to set the 
reels in motion. The CPU 16 uses a random number 
generator (not shown) to select a game outcome (e.g., 
"basic" game outcome) corresponding to a particular set s 
of reel "stop positbns." The CPU 16 then causes each 
of the video reels 30-34 to stop at the appropriate stop 
position. Video symbols are displayed on the reels 
30-34 to graphically illustrate the reel slop positions and 
indicate whether the stop positions of the reels repre- to 
sent a winning game outcome. Winning basic game out- 
comes (e.g., symbol combinations resulting in payment 
of coins or credits) are identifiable to the player by a pay 
table. In one embodiment, the pay table is affixed to the 
machine 1 0 and/or displayed by the video display 1 2 in is 
response to a command by the player (e.g., by pressing 
the "Pay Table" button 58). A winning basic game out- 
come occurs when the symbols appearing on the reels 
30-34 along an active payline correspond to one of the 
winning combinations on the pay table. If the displayed 20 
symbols stop in a winning combination, the game credits 
the player an amount corresponding to the award in the 
pay table for that combination multiplied by the amount 
of credits bet on the winning payline. The player may 
collect the amount of accumulated credits by pressing 2S 
the "Collect" button 60. 

[0014] FIGS. 4a and 4b depict the pay table for the 
WHO DUNNIT?™ basic game. The pay table enables 
the player to view the winning combinations and their 
associated payoff amounts. From the pay table it can be 30 
seen that the WHO DUNNIT?^" basic game includes 
the following reel symbols that can lead to a payoff in 
the basic game: WHO DUNNIT DETECTIVE CAR, 
BADGE, CHERRY, MELON, PLUM, ORANGe! 
STRAWBERRY, and MAGNIFYING GLASS. 35 
[0015] Included among the plurality of basic game 
outcomes are a plurality of different start-bonus out- 
comes for starting play of a bonus game. A start-bonus 
outcome may be defined in any number of ways. For 
example, a start-bonus outcome occurs when a special 40 
start-bonus symbol or a special combinatbn of symbols 
appears on one or more of the reels 30-34 in any pre- 
determined display position. The appearance of a start- 
bonus outcome causes the processor to shift operation 
from the basic game to a bonus game. 45 
[0016] The WHO DUNNIT?™ bonus game is trig- 
gered by lining up three DETECTIVE symbols, three 
SIDEKICK symbols, or any mix of three of these start- 
bonus symbols on an active payline. In other words, the 
start-bonus outcomes are the following combinations of so 
start-bonus symbols appearing, in any order, on an ac- 
tive payline: (1) DETECTIVE, DETECTIVE, DETEC- 
TIVE; (2) DETECTIVE, DETECTIVE, SIDEKICK; (3) 
DETECTIVE, SIDEKICK. SIDEKICK; and (4) SIDE- 
KICK, SIDEKICK. SIDEKICK. In FIG. 3, for example, the ss 
combination DETECTIVE (reel 30). DETECTIVE (reel 
31), SIDEKICK (reel 32) is on the payline 46. If that pay- 
line is active, the bonus game would be triggered. In the 



illustrated embodiment, the DETECTIVE and SIDE- 
KICK symbols do not appear in the pay table in FIG. 4 
and, therefore, cannot generate a winning basic game 
outcome. These symbols, however, do provide start-bo- 
nus outcomes for triggering the WHO DUNNIT?™ bo- 
nus game. 

[0017] In response to starling the WHO DUNNIT?™ 
bonus game, the video display 12 shows the bonus 
game screen in FIG. 5. The scene on the bonus screen 
includes eight different characters around a table, some 
seated and some standing. The characters may, for ex- 
ample, include a Shady Lawyer, Butler, French Maid, 
Italian Chef, Old Lady (the Widow), Accountant, Profes- 
sor (Mad Scientist), and Little Girt. Placed in the center 
of the table will be some item of value 62. The scene 
may be thought of as a will being read by an attorney, 
and all the appropriate members have been gathered to 
divide up the estate. In summary, the item is stolen by 
one of the members that are at the table and a player of 
the gaming machine becomes the detective who must 
now solve this crime. The object for the player is to take 
as few selections as possible to reveal the guilty char- 
acter to the rest of the group. The fewer the selections, 
the greater the bonus. 

[0018] Prior to the item being stolen, the characters 
are in a NORMAL MODE. The characters may "blink" 
their eyes but they essentially carry expressions of in- 
difference. The Shady Lawyer 64 then gives a short in- 
troductory speech like "We're here to distribute the es- 
tate of ..." During this speech one or two of the charac- 
ters may wink to give the player a false sense of knowl- 
edge about who committed the crime. 
[001 9] After the Shady Lawyer 64 finishes his speech 
the video display turns black to indicate a "blackout" and 
then flashes lightning through windows. The light gen- 
erated from the lightning highlights the characters. The 
player hears a scream, footsteps, and a door slam at 
which time the screen fades back up to its normal light- 
ing. The item that used to be in the center of the table 
is now missing. 

[0020] FIG. 6 depicts the bonus game screen after the 
item has been stolen. The characters are now in a SUS- 
PECT MODE. In this mode the characters have suspi- 
cious facial expressions with shifting eyes avoiding eye 
contact with the player. Some of the characters may per- 
form some kind of idle animation to make them appear 
guilty. For example, the Italian Chef may fiddle with his 
knife; the Old Lady may clench her purse; the Professor 
may click his stopwatch; the Little Girt may play with her 
teddy bear; and the Shady Lawyer may tap a pen on his 
hand. 

[0021] Referring to FIG. 7, if the WHO DUNNIT?™ 
bonus game was triggered by a start-bonus outcome in- 
cluding one or more SIDEKICK symbols, then a sidekick 
character 66 appears on the video display. At this time 
the sidekick character 66 eliminates X number of the 
characters by proclaiming them innocent and removing 
them from the suspect list, where X is equal to the 
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number of SIDEKICK symbols in the start-bonus out- 
come that triggered the bonus game. For example, if the 
start-bonus outcome was the combination DETECTIVE, 
DETECTIVE, SIDEKICK in any order (see FIG. 3). theri 
one of the eight characters is removed from the suspect s 
list. If the start-bonus outcome was the combination DE- 
TECTIVE, SIDEKICK, SIDEKICK in any order, then two 
of the eight characters are removed from the suspect 
list. Finally, if the start-bonus outcome was the combi- 
nation SIDEKICK, SIDEKICK. SIDEKICK, then three of io 
the eight characters are removed from the suspect list. 
If, however, the start-bonus outcome consisted solely of 
the combination of three DETECTIVE symbols, then the 
sidekick character 66 does not emerge. 
[0022] Next, game control is transferred to the player, '5 
who can select a character that he or she believes is 
guilty. Alternatively, the bonus game screen may include 
a menu panel 67 with color icons of five, six. seven, or 
eight characters (depending upon the number of SIDE- 
KICK symbols in the start-bonus outcome), and the 20 
player may select the character's icon in the menu pan- 
el. Icons of any characters removed from the suspect 
list by the sidekick character 66 are preferably grayed 
out or not shown. This gives the player the flexibility of 
either choosing the character directly or using the char- 2$ 
acter's Icon to make the player's choice. The fewer se- 
lections it takes the player to find the guilty character, 
the greater the bonus. 

[0023] There are two possible outcomes once a char- 
acter is chosen by the player — the character is either 30 
innocent or guilty. If the character is innocent then the 
character undergoes an animated transition to inno- 
cence. Specifically, the character's icon from the menu 
panel is disabled, a new sprite is placed over top the 
character with a brighter lighting, and a halo is put above 35 
the character's head. The character may also speak one 
of three different phrases such as "I told you I didn1 do 
it." The innocent character cannot be chosen again. In 
FIG. 8 the Little Girl 68 has undergone a transition to 
innocence. 40 
[0024] If the selected character is guilty then the guilty 
character speaks one of three guilty phrases, is 
stamped guilty, and is given an appropriate facial ex- 
pression. In FIG. 8 the Italian Chef 70 has undergone a 
transition to guilty. At this point, the processor occasion- 45 
ally triggers one or more additional bonus features dis- 
cussed below If, however, none of these bonus features 
is triggered, the processor ends the bonus game and 
awards a primary bonus to the player The video display 
may accompany the award of the primary bonus with so 
animations celebrating the capture of the guilty suspect. 
[0025] The three additional bonus features that can 
be triggered prior to awarding the primary bonus imme- 
diately upon selecting the guilty character are an accom- 
plice feature, an additional stolen Item feature, and a go- ss 
to-suspect's-hideout feature. Although the CPU is pro- 
grammed such that it is highly unlikely for more than one 
of these bonus features to occur In the bonus game, it 



is possible for one. two, or all three of these features to 
occur in the bonus game. 

[0026] In the accomplice feature, the guilty character 
has an accomplice who the player must find for a sup- 
plemental bonus. The player finds the accomplice by 
continuing to select the characters as described above 
until the accomplice is found. Finding the accomplice 
adds the supplemental bonus to the primary bonus that 
was already awarded for finding the guilty character. 
[0027] In the additbnal stolen item feature, the guilty 
character has another stolen Item on him or her, such 
as another character's wallet, that awards the player 
with a supplemental bonus in addition to the primary bo- 
nus already awarded for finding the guilty character. 
[0028] In the go-to-suspect's-hideout feature, which 
occurs very rarely, the guilty character says "I did it but 
youVe got to catch me first" and flees the scene of the 
crime to his or her hideout. The player is then taken to 
the bonus screen in FIG. 9, which shows the guilty char- 
acter's hideout with highlights around key areas such as 
a closet, table, chest, window, stove, trapdoor in the 
floor, etc. These highlights represent possible hiding 
places for the guilty character. The object of this bonus 
feature is to find the hiding place of the guilty character 
in as few selections as possible. The fewer the number 
of selections it takes the player to find the hiding place 
of the guilty character, the greater a payout multiplier. 
Finding the hiding place of the guilty character applies 
the multiplier to the total payout (including any basic and 
bonus game payouts) that were already awarded to the 
player. 

[0029] Referring now to FIG. 1 0, there is shown a pay 
table for the primary bonus awarded for finding the guilty 
character from the suspects shown on the display 
screen captures in FIGS. 5-8. The player is awarded a 
primary bonus based on the number of selections re- 
quired to find the guilty character. The fewer the number 
of selections it takes the player to find the guilty charac- 
ter, the greater the primary bonus. If a player finds the 
guilty character with his or her first selection, the player 
is awarded a primary bonus of 250 credits multiplied by 
the number of active paylines; if the player finds the 
guilty character with his or her second selection, the 
player is awarded a primary bonus of 200 credits multi- 
plied by the n umber of active paylines; if the player finds 
the guilty character with his or her third selection, the 
playiar is awarded a primary bonus of 150 credits multi- 
plied by the number of active paylines; and so on. 
[0030] As discussed above, the number of selectable 
suspects is reduced by one for each SIDEKICK symbol 
appearing in the start-bonus outcome that triggered the 
bonus game. Therefore, the number of available prima- 
ry bonuses is reduced by one, starting from the lowest 
primary bonus appearing in the pay table, for each 
SIDEKICK symbol appearing in the start-bonus out- 
come. For example, if the start-bonus outcome includes 
one SIDEKICK symbol, the lowest primary bonus of 30 
credits per active payline is unavailable to the player; if 
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the start-bonus outcome includes two SIDEKICK sym- 
bols, the two lowest primary bonuses of 30 and 50 cred- 
its per active payline are unavailable to the player; and 
if the start-bonus outcome includes three SIDEKICK 
symbols, the three lowest primary bonuses of 30, 50, 
and 70 credits per active payline are unavailable to the 
player. In other words, each SIDEKICK symbol in the 
start-bonus outcome successively removes a primary 
bonus from the hierarchy of primary bonuses that can 
be won by the player, starting from the lowest primary 
bonus in the pay table. 

[0031] Accordingly, the probability of winning each 
available primary bonus, including the highest prinnary 
bonus of 250 credits per active payline, successively in- 
creases for each SIDEKICK symbol in the start-bonus 
outcome. Specifically, if the start -bonus outcome in- 
cludes no SIDEKICK symbols, the player has a 1 in 8 
probability of winning each of the primary bonuses of 
250, 200, 150, 100, 80, 70, 50, and 30 credits per active 
payline; if the start-bonus outcome includes one SIDE- 
KICK symbol, the player has a 1 in 7 probability of win- 
ning each of the primary bonuses of 250, 200, 150, 100, 
80, 70, and 50 credits per active payline (30 credits not 
available); if the start-bonus outcome includes two 
SIDEKICK symbols, the player has a 1 in 6 probability 
of winning each of the primary bonuses of 250, 200, 1 50, 
100. 80, and 70 credits per active payline (30 and 50 
credits not available); and, finally, if the start-bonus out- 
come includes three SIDEKICK symbols, the player has 
a 1 in 5 probability of winning each of the primary bo- 
nuses of 250, 200, 150, 100, and 80 credits per active 
payline (30, 50, and 70 credits not available). 
[0032] Referring nowto FIG. 1 1 , there is shown a mul- 
tiplier table for the bonus payout multiplierfor finding the 
hiding place of the guilty character in the hideout shown 
in the display screen capture In FIG. 9. The multiplier is 
based on the number of selectbns required to find the 
hiding place of the guilty character The fewer the 
number of selections it takes the player to find the hiding 
place, the greater the bonus payout multiplier. It a player 
finds the hiding place with his or her first selection, the 
total bonus payout to that point in the game is multiplied 
by 8; If the player finds the hiding place with his or her 
second selection, the total bonus payout is multiplied by 
5; if the player finds the hiding place with his or her third 
selection, the total bonus payout is multiplied by 4; and 
so on. 

[0033] In the illustrated embodiment, the number of 
selectable hiding places is not affected by the number 
of SIDEKICK symbols appearing in the start-bonus out- 
come. Therefore, the player has a 1 in 5 probability of 
winning each of the multipliers of X8, X5, X4, X3, and 
X2, regardless of the number of SIDEKICK symbols ap- 
pearing in the start-bonus outcome. 
[0034] In an alternative embodiment, the number of 
selectable hiding places is reduced by one for each 
SIDEKICK symbol appearing in the start-bonus out- 
come, and, therefore, the number of available multipli- 



ers is reduced by one, starting from the lowest multiplier 
appearing in the multiplier table, for each SIDEKICK 
symbol appearing in the start-bonus outcome. Accord- 
ingly, the probability of winning each available multiplier, 
5 including the highest multiplier of X8, successively in- 
creases for each SIDEKICK symbol in the start-bonus 
outcome. 

[0035] While the present invention has been de- 
scribed with reference to one or more particular embod- 

10 iments, those skilled in the art will recognize that many 
changes may be made thereto without departing from 
the spirit and scope of the present invention. For exam- 
ple, the basic game need not comprise a spinning reel 
slot machine game as illustrated in FIG. 1 , but may com- 

15 prise virtually any type of game of chance or skill or com- 
bination of games having outcomes (e.g., start-bonus 
outcomes) that trigger play of a bonus game on the vid- 
eo display 12. For example, the basic game may com- 
prise a video poker or video blackjack game. The basic 

20 game may itself be Implemented on the video display 
12 or a separate vkJeo display. In embodiments where 
both the basic and bonus games are Implemented In vid- 
eo, each game may be shown on the same video display 
12. Each of these embodiments and obvious variations 

25 thereof is contemplated as falling within the spirit and 
scope of the claimed invention, which is set forth In the 
following claims. 

30 Claims 

1. A gaming machine comprising: 

a basic game controlled by a processor in re- 
sponse to a wager amount, said basic game 
having a plurality of different start-bonus out- 
comes; and 

a bonus game activated by said start-bonus 
outcomes which cause said processor to shift 
operation from said basic game to said bonus 
game, said bonus game capable of providing a 
plurality of bonus payouts, a probability of win- 
ning certain ones of said bonus payouts varying 
in response to said different start-bonus out- 
comes that activate said bonus game. 

The gaming machine of claim 1 wherein said basic 
game includes a spinning reel display showing a 
plurality of symbols on each of a plurality of rotata- 
ble reels 

The gaming machine of claim 2 wherein said start- 
bonus outcomes include predetermined combina- 
tions of start-bonus symbols on said reels. 

The gaming machine of claim 3 wherein said start- 
bonus symbols include first start-bonus symbols 
and second start-bonus symbols, one of said pre- 
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determined combinations including only said first 
start-bonus symbols and another of said predeter- 
mined combinations including at least one of said 
second start-bonus symbols. 

5 

Tlie gaming machine of claim 4 wherein said plu- 
rality of bonus payouts vary from a minimum payout 
to a maximum payout, the probability of winning 
said maximum payout in said bonus game being 
greater when said bonus game is activated by said io 
another of said predetermined combinations than 
when said bonus game is activated by said one of 
said predetermined combinations. 

The gaming machine of claim 5 wherein said bonus '5 
game is capable providing said minimum payout 
when said bonus game Is activated by said one of 
said predetermined combinations, said bonus 
game being incapable of providing said minimum 
payout when said bonus game is activated by said 20 
another of said predetermined combinations. 

The gaming machine of claim 5 wherein when said 
bonus game is activated by said another of said pre- 
determined combinations, said bonus game is inca- 25 
pable providing a number of said bonus payouts 
equal to a number of said second start-bonus sym- 
bols appearing in said another of said predeter- 
mined combinatfons. 

30 



The gaming machine of claim 6 wherein when said 
bonus game Is activated by said another of said pre- 
determined combinations said bonus game is inca- 
pable providing a number of said bonus payouts, 
starting with said minimum payout and successively 35 13. 
increasing therefrom, equal to a number of said sec- 
ond start-bonus symbols appearing in said another 
of said predetermined combinations starting from 
said minimum payout. 



a basic game controlled by a processor in re- 
sponse to a wager amount, said basic game 
having a start-bonus outcome; and 
a bonus game activated by said start-bonus 
, outcome which causes said processor to shift 
operation from said basic game to said bonus 
game, said bonus game including a video-type 
display controlled by said processor and dis- 
playing a plurality of player-selectable ele- 
ments, at least one of said player-selectable el- 
ements representing a winning bonus game 
outcome, others of said player-selectable ele- 
ments representing non-winning bonus game 
outcomes, said player-selectable elements be- 
ing successively selected by a player until said 
one of said player-selectable elements is se- 
lected, said bonus game awarding said player 
a bonus payout in response to said one of said 
player-selectable elements being selected, 
said bonus payout successively decreasing in 
value in response to said player successively 
selecting said others of said player-selectable 
elements prior to selecting said one of said 
player-selectable elements. 

12. The gaming machine of claim 11 wherein said bo- 
nus payout varies from a minimum value to a max- 
imum value, said bonus payout successively de- 
creasing from said maximum value toward said min- 
imum value in response to said player successively 
selecting said others of said player-selectable ele- 
ments prior to selecting said one of said player-se- 
lectable elements. 



40 



The gaming machine of claim 1 wherein said plu- 
rality of bonus payouts vary from a minimum payout 
to a maximum payout, the probability of winning 
said maximum payout in said bonus game being 
greater when said bonus game is activated by one 
of said start-bonus outcomes than when said bonus 
game is activated by another of said start-bonus 
outcomes. 



10. The gaming machine of claim 9 wherein said bonus 
game is capable providing said minimum payout 
when said bonus game is activated by said another 
of said start-bonus outcomes, said bonus game be- 
ing incapable of providing said minimum payout 
when said bonus game is activated by said one of 
said start-bonus outcomes. 

11. A gaming machine comprising: 



45 



so 



55 



The gaming machine of claim 11 wherein said basic 
game includes a plurality of different start-bonus 
outcomes for activating said bonus game, and 
wherein said bonus payout can have a plurality of 
bonus values, a probability of winning certain ones 
of said bonus values varying in response to said dif- 
ferent start-bonus outcomes that activate said bo- 
nus game. 



14, The gaming machine of claim 11 wherein said bo- 
nus game occasionally awards said player a sup- 
plemental bonus payout in response to said one of 
said player-selectable elements being selected. 

15. The gaming machine of claim 11 wherein said bo- 
nus game occasionally displays a plurality of sec- 
ond player-selectable elements on said video-type 
display in response to said one of said player-se- 
lectable being selected, at least one of said second 
player-selectable elements representing a second 
winning bonus game outcome, others 0I said sec- 
ond player-selectable elements representing non- 
winning bonus game outcomes, said second play- 
er-selectable elements being successively selected 
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by said player until said one of said second player- 
selectable elements is selected, said bonus game 
awarding said player a second bonus payout in re- 
sponse to said one of said second player-selectable 
elements being selected, said second bonus pay- 
out successively decreasing in value In response to 
said player successively selecting said others of 
said second player-selectable elements prior to se- 
lecting said one of said second player-selectable el- 
ements. 

16. A method of operating a gaming machine under 
control of a processor comprising: 

providing a basic game having a plurality of dif- 
ferent start-bonus outcomes; 
placing a wager amount on said basic game; 
playing said basic game; 
providing a bonus game In response to said 
start-bonus outcomes, said bonus game capa- 
ble of providing a plurality of bonus payouts, a 
probability of winning certain ones of said bo- 
nus payouts varying in response to said differ- 
ent start-bonus outcomes that activate said bo- 
nus game; and 
playing said bonus game. 

17. The method of claim 16 wherein said basic game 
includes a spinning reel display showing a plurality 
of symbols on each of a plurality of rotatable reels^ 

18. The method of claim 17 wherein said start-bonus 
outcomes include predetermined combinations of 
start-bonus symbols on said reels. 



19. The method of claim 18 wherein said start-bonus 
symbols include first start-bonus symbols and sec- 
ond start-bonus symbols, one of said predeter- 
mined combinations including only said first start- 
bonus symbols and another of said predetermined 
combinations including at least one of said second 
start-bonus symbols. 

20. The method of claim 1 9 wherein said plurality of bo- 
nus payouts vary from a minimum payout to a max- 
imum payout, the probability of winning said maxi- 
mum payout in said bonus game being greater 
when said bonus game is activated by said another 
of said predetermined combinations than when said 
bonus game is activated by said one of said prede- 
termined combinations. 
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of said predetermined combinations. 

22. The method of claim 20 wherein when said bonus 
game is activated by said another of said predeter- 
mined combinations, said bonus game is incapable 
providing a number of said bonus payouts equal to 
a number of said second start-bonus symbols ap- 
pearing in said another of said predetermined com- 
binations. 

23. The method of claim 21 wherein when said bonus 
game is activated by said another of said predeter- 
mined combinatbns said bonus game is incapable 
providing a number of said bonus payouts, starting 
with said minimum payout and successively in- 
creasing therefrom, equal to a number of said sec- 
ond start-bonus symbols appearing in said another 
of said predetermined combinations starting from 
said minimum payout. 

24. The method of claim 16 wherein said plurality of bo- 
nus payouts vary from a minimum payout to a max- 
imum payout, the probability of winning said maxi- 
mum payout in said bonus game being greater 
when said bonus game is activated by one of said 
start-bonus outcomes than when said bonus game 
is activated by another of said start-bonus out- 
comes. 

25. The method of claim 24 wherein said bonus game 
is capable providing said, minimum payout when 
said bonus game is activated by said another of said 
start-bonus outcomes, said bonus game being in- 
capable of providing said minimum payout when 
said bonus game is activated by said one of said 
start-bonus outcomes. 
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21. The method of claim 20 wherein said bonus game 
is capable providing said minimum payout when 
said bonus game is activated by said one of said S5 
predetemnined combinations, said bonus game be- 
ing incapable of providing said minimum payout 
when said bonus game is activated by said another 
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Fig. 1 0 



SELECTION IN WHICH . 


PRIMARY BONUS 


GUILTY CHARACTER 


(VALUE IS MULTIPLIED BY 


IS FOUND 


NUMBER OF ACTIVE PAYLINES) 


1 


250 


2 


200 


.3 


150 


4 


100 


5 


80 


6 


70 

(UNAVAILABLE WHEN THREE 
SIDEKICK SYMBOLS IN 
START-BONUS OUTCOME) 


7 


50 

(UNAVAILABLE WHEN TWO 
OR MORE SIDEKICK SYMBOLS IN 
START-BONUS OUTCOME) 


8 


30 

(UNAVAILABLE WHEN ONE 
OR MORE SIDEKICK SYMBOLS IN 
START-BONUS OUTCOME) 



Fig. 1 1 



SELECTION IN WHICH 
HIDING PLACE 
IS FOUND 


MULTIPLIER 
(APPLIED TO TOTAL BONUS PAYOUT 
TO THAT POINT IN THE BONUS GAME) 


1 


X8 


2 


X5 


3 


X4 


4 


X3 


5 


X2 
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